A Beginner’s Guide to Andy’s Expansions for Talisman

1. Village 

· Designed for starting characters

· Earn gold by working for the Mining Company

· Visit the Town Meeting Hall, Mystic, or Watering Hole for free assistance

· Not a lot of Monsters or Spirits, or Objects; most cards are Events and Strangers

· Become the Village Mayor or Village Hero by encountering the appropriate cards

2. Tavern 

· Characters cannot take in any Objects, so fights occur with unmodified Strength

· Most Enemies have low Strength values

· Earn gold by becoming the Bartender

· Rent a room for the evening to recover lost Life points

· Journey to the World’s Edge Inn in the Gateways expansion by using the permanent Gateway in the Tavern

3. Warlock’s Maze 

· Obtain a Talisman by negotiating your way through the Maze

· Become the Warlock’s Apprentice by encountering the Warlock in the Maze and defeating him in psychic combat

4. Dragon Lands
· Has many high-Strength Dragons (as well as a few with high Craft)

· Also has many powerful Objects, and a few Followers

· If you plan on visiting the Council of Dragons in the center of the board, try not to kill too many Dragons.

· Become the Dragon Lord by encountering the Royal Lancer.
5. Underworld
· Most opponents in this realm are Spirits

· If you want to visit Hades in the center of the board, you should have Followers you can “sacrifice” to improve your chance of a favorable reaction.

· Become an Undead Champion by visiting Hades or encountering certain cards.  An Undead Champion is powerful, but also has some limitations.

6. Space Hulk
· The location of the Space Hulk is not known at the start of the game.  Try to search for it on each space you land on in the Outer and Inner Regions.  Even if you don’t want to explore it now, at least you won’t have to go looking for it later.

· Most Enemies are Aliens, so they are immune to Spells and Magic Objects.

· Has lots of cool Objects.  (Aliens are NOT immune to these “Technological Objects”).

· Search the rooms.  Though some are dangerous, some are also quite beneficial.

· Become the Imperial Psyker by meeting the current Imperial Psyker in the Hulk.

7. Gateways
· Most Enemies and Spirits are Aliens in this expansion as well.

· If you need to go to a specific space on the main board, or to a specific Realm, take advantage of the rapid movement allowed by entering the Astral Plane.

· Gateways are initially face-down, but are turned face-up when someone passes through one.  It’s better to let another character go first, and do the dirty work!

· The “Wild” Gateway allows you to move to any space in the Outer or Inner Region (though there is some risk involved).

· Become the Gatekeeper by traveling through at least 3 Gateways and encountering the Gatekeeper.

· Labyrinth
· Underground Realm with connections in the Inner and Outer Regions, as well as certain other Realms.

· Can make it easy to get from one Realm or Region to another, depending on how the Labyrinth is laid out.

· Has separate Enemy and Treasure Decks.  When you defeat an Enemy, there is a chance you will find a reward.  If you do, you draw a card from the Treasure Deck (which has Objects, Abilities, and Followers).

· Offers Abilities, a new kind of card.  They function just like the Abilities on your character card.

8. Archipelago
· Can be used as a regular expansion (giving characters more places to visit), or in conjunction with Atlantis to provide alternate victory conditions.

· You need a ship (or balloon) to explore the Archipelago.  Hire a ship and crew at the Wharf space in the City.

· Obtain a loan from the Wharf space in the City.  Use the gold to hire a ship and crew.
· Artifacts are very powerful Objects, but they can only be obtained by specific events or cards.  

· There are no Objects in the Land or Sea Decks.

· Visit the Special Locations (City of Gold, Standing Stones, etc.).  They offer great rewards.

· Become the Ambassador (Good or Neutral characters) or Pirate Captain (Evil characters) at the Wharf.  This will provide you with gold to buy a ship and crew.

9. Atlantis
· Can be used as a regular expansion (giving characters yet another place to explore), or as an alternate victory condition.

· Atlanteans are a special type of enemy.  You must fight them with both Craft AND Strength.

· To gain entry to Atlantis, you must find the 4 pieces of the Map (you gain 1 piece for each different island in the Archipelago you explore) or encounter certain cards.

· Become the High Priest by defeating the reigning High Priest Alekes in battle or Psychic Combat.  (If you defeat Alekes when using Atlantis as an alternate victory condition, you win the game!)
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